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Maximilian 

t4h  inventive  young  ntun 
possesses  a  genius 
and  is  the  tone  son  to 
one  o-fc  the  wealthiest 
^amities  in  town .  leather 
han$in$  abound  the 
mansion,  he  enjoys 
in  (/edrics 
/Maintenance  shop 
and  inventing  new 
creations  more  than 
else . 


Producer 

y-asukleie  Kokaifaski 


Sony  Computer 
Entertainment 
America . 
Production 


‘Aatxfl  <H.umd\( 
Qatret  Tamili 
Cktis  Johnson 
Skakeed  Kkan 
/Haeolt  Kim 
Steven  Kutokl 
Ckestet  J2ee 
Katie  /Hltanda 
'Ziavld  Onf 
Cktis  Seto 
/Hatlati  Smltk 
$okn  Veklklte 


Executive  Producer 

/Ikita  Sato 
^■umlxfa  tyakeno 
/Hasatsuka  Saekl 


Assistant  Producer 

Skawn  ‘Zotln  eRettl$ 


Producer 

Setk  jZulsl 


Director  of  Product 
Development 

Connie  TSootk 


Voice  Ova  Casting  and 
/H7¥R  7iecoidln$  6if 
Soundelux<Zsesl$n 

/huslc  Cjzoup 


Vice  President  of  ■ 
Product  Development 

Skukel  y-osklda 


«A  Director 

/ Hlckaet  & Cackled $ 


^Clnxe  Is  CZkan^Ltx^’' 
Son$  "Recording  by 
Scorpio  Sound , 


Senior  QA  Manage 

Rltckatd  /HatkeU 


H^lnxe  is  Ckan^ln^” 
petfotmed  TSatbata  Coken 


QA  Manager 

Sam  S tadlexf 


Special  Thanks 

Ckatles  ~y-AH$ 
Rickatd  eHldesklma 
^ avid  Condtif 


Pr 


Project  Coordinator 

Site  Zppotito 


QA  Lead 

/Haita  KkostAhi 


Assistant  Leads 

/Hex  Vau$kan 
Sean  sbleiacclnl 


QA  Specialists 

"Zihiaifne  /Indetson 
ibetet  Ckon> 
/Klscka  Ckfitavatll 
^battlck  Connot 
Cobalt  'T^ena 


Manual  Writing 

Ken'lcklio  yasuUta 

Special  Thank* 

/Hike  Kama^sU 

(^okokuskinskA  ydm  Cot?-) 
KeUchLto  /hLHoskL 
(ClokokuskinskA  ^dm  Coif-) 

Shlnsuku  ^lAnaka 

(tyokokusklnskA  ydm  Cot?-) 
yosklko  /KlnA>nlxA»A 

US-Japan  Caardinatian 

y-oski  yamAmoto 

A»*i stant  Producer 

KentAtc  /KotomutA 


System  Graphic* 

KenfO  <7-odAkA 

planner 

yoskiAkl  KusudA 

/}\ASAkl10  Al odA 

pianner 


Ma+ian  System 
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Title  Laga  Designer 
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Theme  Sang 
“Time  i*  Changing” 
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Sound  Effects 

Jiltoski  yAmAHAkA 


Game  Design/ 
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Direatar  (Pragram) 

yasuklto  A  kASAkA 

Direatar  (Characters) 

yoskiAkl  KASudA 


Character  Design 

Sonobe 


Art  Direatar 
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Main  Pragram 
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Al obu\(uki  yAHAi 

tyakakLto  y-ujltnAtsu 
Ken  / kotomutA 
ftoboiu  tysudA 
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Map  ©raphies 

<f{idenobu  SASAki 
q^AkAHukl  SAmejltnA 
/klxfAkl  Sumlyoski 
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yoskio  SklmokMOA 
f^Aoko  / kotl 


Baekgraund  Art 

tyakeski  /kAjltnA 
Skln'lckl  /kAtsumoto 
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Ken  A kASAkA 
Kosuke  <Zo*nltA 
Jiltoto  $lnnAl 
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Production  Management 
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Monica 


/}  skilled  wAttiot  from  tl\e  future  visits  the  present 
to  /PiAximiliAns  time .  £>ke  skillfully  ycields  a 
mysticul  sword  And  is  a  muster  of  mu^ic. 


is  a  muster  of  mu$ic 


Getting  Started 
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controller  port  2  _ 
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Spheda 

^sXiy  AdvAnces\  km  &  ^  * 

What  is  Spheda? 

^  >w Cizt::7teru-  ^  JP~ 

*f**4 $ck  Into  the  holes.  ^  ^  * 


Basie  Rules  of  Spheda 

V™™*™  touch  the  spheres  KLthuoM 
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^Uons  and  spheres  co^etnred 

and  Uuc  colots.  (2he  sntne  colors 
*** Mck  “e/,w-  '*°  *  sphere  *,01 

nct  $° ‘»to  a  n,arp  of  the  same 

colot.  eHit  the  sphere  against  the 
d  oi  walls  to  change  its 
as  xlou  "'Me  totwaid. 
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Sets  s^e  game. 
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Anger  Counter 

Display  Character  Marne 

Display  Monster  Mame 

Blur  Background 

Display  Captions 
Pause  Display 
Camera  Pitch 
Camera  Rotation 


name  display 


on  0M/01T. 

Toggles  the  character 
Otf/OIT. 

0V0W'S  the  m°nster  name  display 

OK/OW,S  the  blUr  baokgroun<1  function 

Toggles  the  subtitle  display  ON/OW. 
Toggles  the  "PAUSE”  display  car/OM’. 
Toggle  Morraal/Reverse 
Toggle  Mo: 


h  ormal/Reverse 


mt 
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Fish  Races 

/Is  the  story  Advances,  you  will  be  able  to  enter  the  u^ish  Races." 


Flaw  af  Fish  Racing 

<3/0  to  the  J-lsk  "Racetrack  and  talk  to  the  /KC  to  enter  the  Jlsk  Races . 

^st,  from  the  Social  <£ ank ,”  pick  the  fish  to  enter  in  the  race.  Next, 
select  the  class  you  want  to  enter  and  lastly,  be$in  the  final  adjustments. 
^Zhe  final  adjustments  are  done  in  special  aquariums  with  various  ejects, 
iblck  An  aquarium  that  matches  the  fish  and  race.  <Zhe  race  begins  once 
the  final  adjustments  are  complete.  <Zhere  is  nothing  for  you  to  do  during 
the  race.  y0u  win  a  prize  if  your  fish  wins  the  race. 


Password  Contest 

As  the  $ame  progresses,  from  [Sxtra]  on  the  <Zitle  menu,  enter  fish 
passwords  to  challenge  fish  raised  by  your  friends.  <Zry  to  brin$  together 
fish  passwords  for  a  contest. 
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Bonus  Activities 

Fishing 

Once  you  get  the  Risking  Rod,  you  can  fash  in  numerous  areas. 

Start  Fish 

£qulp  the  fishing  "Rod  and  attach  the  bait  and  Cutes  to  the  Risking 
Tied.  3f  you  ate  equipped  with  the  fishing  ^boU  and  go  somewhere 
whete  you  can  fish,  the  text  “©:  Statt  fishing”  will  appeat  at  the 
bottom  Left  of  the  seteen.  jbtess  the  ©  button  to  statt  fishing. 

Catching  Fish 

Zise  the  Uft  analog  stick  to  set  the  point  to  aim  at  and  ptess  the  ©  button  to  cast  the  hook 
and  Cute  onto  the  sutface  of  the  water.  / Is  a  fish  comes  close ,  a  “I "  appears  above  Its  head. 
Z{se  the  Uft  analog  stick  to  ted  In  and  get  the  fish  to  bite.  Once  the  fish  bites,  watch  the 
tension  on  your  line  while  moving  the  Uft  stick  In  the  dltectlon  of  the  attow  to  telease 
tension  and  ptess  the  ©  button  to  haul  In  the  fish. 

Raising  Fish 

Once  \fou  make  the  /Iquatium,  ifou  can  begin  talslng  the  fish  you  catch. 

Haw  t a  Raise  Fish 

from  the  list  of  cattied  Items,  seUct  the  fish,  and  seUct  Jbut  In  /lq, uatlum  to  move  to  the 
/ Xquatlum .  On  the  / Xquatlum ,  ptess  the  ©  button  to  open  the  menu. 

On  the  /lq uatlum  seteen,  you  can  talse  fish  In  any  of  thtee  dlffetent  aquariums:  the 
u Social  <Zank,”  the  “'Battle  <Zank”  and  the  “Breeding  <Zank.” 

<Zhe  Social  <Zank”  Is  an  aquarium  where  you  place  ordinary  fish  and  talse  them.  <Zheit 
abilities  change  depending  on  the  food  you  give  them. 

<Zhe  “ BattU  <Zank”  Is  an  aquarium  where  you  train  fish  for  strength  for  use  In  the  jfish 
Races  (see  jb.  31).  ybut  two  or  more  fish  in  and  the  fishes'  abilities  are  boosted  in  the 
ensuing  battle. 

^Zhe  Breeding  <Zank”  Is  an  aquarium  where  you  place  two  fish,  a  male  and  a  female,  to 
breed  fry  that  Inherit  the  abilities  of  their  patents.  <Zhe  patent  fish  die  once  the  fry  ate  botn. 
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Field  Controls 

'7ke  tasu  control*  used  in  the  Jield  ore 
'Zunfeons  (p.  21),  Steen /Kenu  (p.  , 
pronto  Stfstent  (p.  28)  foe  detoUs  o 


Building  Layout 

Select  [j2a\fout]  foom  the  (Zjeotama  menu 
to  la  if  out  the  buildings  you  have  built  on  the 
Zp-ield.  Once  a  building  is  laid  out,  the 
amount  o-fj  “^jb>olyn”  foxed  jot  each  z^Leld  is 
decreased,  and  when  the  ‘'^feolyn  ”  becomes  O, 
no  mote  buildings  can  be  laid  out. 


mnWU»«N"«UMW“ 

_ _ button 

r  _ _  button 


OUAUSHOCI4®2  ANALOG 


L 2  button 
U  button 


A  button 
o  button 
X  button 
-  Q  button 


directional 

buttons 


(p3  button 


left  analog  stick- 
(L3  button  when  pi 

SELECT  button 

ANALOG  mode 


OB  button/UH  button 
MB  button 
L3  button 
E3  button 


Rotate 


Keset  camera  position 
Change  character  (Ka> 

Switch  between  camera 
character  view 

Pause 


START  button 
Left  analog  stick 
Right  analog  stick 
©  button 
®  button 
©  button 
®  button 


Action  (talk/examine/open  door,  etc.) 
Reset  camera  position 
Kain  menu  (see  P.  9) 

Point  the  "camera"  (see  P.  ]  61 


■  . 
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^MITBCTr: 

Georama  Si/stem 

<iu  is  ^***  °* 

-  -» ^ ^ 

Carpen+ericn  Screen 

^Aen  tAe  (^Atf>entetton  icon  At  t/ie 

tAe  screen,  press  the  SELECT  ^«on  to  display  the 
Carpenterion  screen.  On  the  Carpenterion  screen,  press 
the  ®  button  to  open  the  $ eat ***  »*nu. 


Build  Buildings 

you  can  build  buildings  from  the  plans  stored 
in  the  u&) eostones ”  you  have  picked  up.  Select 
[/Idake]  from  the  tfeorama  menu  to  display 
a  list  oi  the  buildings  you  can  currently 
build.  Select  a  building  to  see  a  display  of 
the  materials  required,  and  then  select 
[yes]  to  complete  the  building. 


Return  to  the  Field 

YOhen  a  humun-shAped  icon  AppeAts  At  the  bottom  left 
oi  the  Caipentnion  seteen,  pteas  the  SELECT  button 
to  return  to  the  yield. 


Main  Menu 

^tht^p^the^tton 

to  MspU,  the /HAtnmenn.  ^ 

tUtectionoi  buttons  to  select  An  etc 

and  puss  the®  button. 


Item . 

t0  tU  men/eck  on  you*  cununt  \ 

Seem  menu,  Hou  ca  ^  ( ^OKS. 

equipment  And  money,  use  i 

Character  thls  w  use  7 Kidepod  or  /Konster 

Z£1 

second  dungeon. 

Make  (see  ?af  ^nKd  Ltem.  ^  eeUctum  *  not  available 

Invent  AM*  item  otmAM 

At  the  start- 

M0V®  ,  A^a,^ntUtr«Wtstsrt,^rt^. 

/Kove  directly  to  aiM  or  ? 

II-  v-  — ■  :*r ru 

combat  techniques  an*  the  Uk  -A  wmet^  <«  * 

become  able  to  *o  mouthing '  ^  « thl  etMt. 

t ,H^elp.^his  selection  ts  not 


Monster  Memos 

^hese  aie  memos  listing  wea 
the  monsters  you  met  alon$  n 
$wfj{>ectual  weapons  ate  indi 
the  following. 


Attack  with  a  wrench 


a  sword 


Attack  with  magic 


Attack  with 


a  normal  gun 


Attack  with  a  grenade  gun 


Attack  with  the  Ride  Pod 


Attack  with  a  "beam 
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Items 

Item  Menu 
Screen 

Selecting  [Item]  on  the 
/Hain  menu  displays  the 
^ tern  /Menu  screen. 


®  Active  Items 
(D  Gilda 

(3)  List  of  items  carried 
(?)  Name 
®  Health 
@  Weapon  status 
©  Description  of  highlighted 


Item  Menu  Operations 


Use  Item/Equip  Item/Dis card  Item,  eto. 

frrrr itm' tke  Ust  °* Lt™ cmud  *  ®  ***«  » 

Move  Item 

t/lT  /  ^  Ust  °*  Uems  P™*  ^  ®  **»,  *  t/ult 

Change  Displayed  Character 

ybiess  the  m  button /W SB  button  ot  K 
chaiactei  displayed. 

Weapons  ( see  page  12) 


e  storif  advances,  there  ate  more 
r,eon  ybarts  increase. 


Monster  Transform 

/Konica  can  transform  into  a  monster. 

Vrans' forming  into  a  monster  fives  her 
'•///  ,  ,  tlxAt  monsters  special  abilities  and 

\*  A^9°  tos  her  communicate  with 

••  ,  y  :.v  othe*  monsters  of  the  same  tvpe 


\  Support 

i  i 

|||  Characters 

Our  heroes  will  brin$  some  of  the 
people  theif  meet  aion$  on  the 
adventure  as  support  characters. 

Support  characters  cannot  be 
controlled  directly  or  participate 
\  in  combat,  but  theif  do  help  with 

■  ;  various  abilities. 


Items 


here 


Boss  Battles 

'  Some  floors  in  dungeons 
have  hufe  bosses  if ou  must  fifht. 
bosses  have  hifh  attack  and  defense 
,  ■  values.  <lrif  to  find  their  weaknesses 
and  use  effective  attacks  against  them. 


*re  manif  tifpes  of  items  in  addition  to  the  ones  shown  below. 


to  9et  more  items  in  the  dungeons  and  shops. 


or  invent  new  ones. 


Recovery  items 

.  Bread  < 


Mellow  Banana 


Antidote  Brink 


Tasty  Water  < 


Restores  a  little 
health  when  eaten. 

►Mushy  banana  that 
restores  health 
but  creates  thirst! 


Attack  items 

Bomb 
when  thrown 


Poison  Apple 


Cleanses  poison 
from  the  body. 


-'HgM 

r  Wm 

■:  %WM 

*  Causes  great  damage  : 


at  an  opponent. 


*  Poison  Apple. 
Poisons  the  enemy 
when  thrown. 


Prom  a  deep 
mountain  stream. 
Simply  mouth 
watering. 


Material  items 

Rolling  Log 


Equipment  items 

Camera 


Raw  Glass 
Material 


1’ishing  Pole 


Device  that  lets 
you  take  photos. 


Hunk  of  Copper  < 


Equip  to  fish. 
Choose  bait  wisely. 


Paint 


Repair  items 

Repair  Powder . 


Bog  cut  from  only 
the  strongest  tree. 


Ingredient 
for  glass. 


A  lump  of 
pure  copper. 


Gun  Repair 
Powder 


Restores  WHP 
of  weapon. 


Defense  items 

Antidote  Amulet 


Can  be  used  to 
paint  Georama  parts.  !' 

■i  : 


Prevents  enemy 


Restores  WHP  of 
projectile  weapons. 


Armband - 
Repair  Powder 


•  Restores  WHP  of 
armlet  weapons. 


Goo  Amulet 


poison  attacks. 
Eventually  breaks. 

-  Prevents  enemy 
gooey  attacks 
but  breaks  after 
a  whilq. 


Weapons 


WHP  ,  u  ,ie  WHP  team*  O,  the  weapons 

<thie  *  the  Autaiillt^  <4  *he  weapon 

attack  sttenfth  Is  O  until  It  Is  tepaltetl. 

Nome  f ' 

%Wis  is  the  name  of  the  w^ 

ASS  <  cfl is  is  increased,  by  $ettin$  tine 

<thls  Is  the  mafic  powet  at**pttm  **“_  ^  the  ABB  *«*#* 

Synthesis  Points 

Points  suited  bH  leveling  uV»e*rons 


Weapon  Status 

On  the  item  menu,  select  a 

weapon  and  pick  [Status]  to 

display  its  abilities. 


(J)  Special  Ability 
(|)  VHP  (Weapon  Hit  Points) 
0  ABS  (Absorption  value) 
(g)  Weapon  Name 
0  Abilities 
0  Syntnesis  Points 


ft+a+us  A++acks  MimS.Mout  status* 
can  cause  nations  status  ft  ^  tU  ^nfeon. 

W  ^  UCOV&H  LU  ‘ 


Pois0li< 


■ 


SewKi°ation' 


Gooey ‘ 


THirstH 


pumPed  ^ 


Stop 


"Mighty  Keal“ 


your  health  urop 

a  little  at  a  tune. 


i 


l  y0i  cannot  move 

\  for  longer  than 

\\  when  "Stoppeo* 


L  your  movement  is 

\  slowed  f°r  a  trme*  . 


L  you  cannot  eat- 


.  you  cannot 

change  weapons 
I  or  equipment. 

1  Attach  strength 

l\  is  temporarily 

l\  ixicreaseo. 


you  canhot  move 

foiNs-  ti»®* 


Restore  with 

antidote  1*^* 


Restore  vitH  j 
-'•Kedusa’s  -ear\ 


Restore  vitH  W 


RestoreVitH  ^ 

nasty  Water.” 


w  Restore  vfit'n 

\  "x^oly '•'/ater‘" 


Restore  vita  , 

vHeart  Throb  Cherry* 


^restores  everything. 


m 


Battle  UehtiHwes 


;  -  1 

C-f  <~r  rr^JEh. 

■  .'\  A  t'"  /  gffec+s 

<-5/kP:  X<V"%'  . .  *<>  ^  Kd# 

'  •'  -  ntitwnasintU 

>*JL  ;  .(„h^>» »-*f >,n'w: 

jSPPA  ;  ;(123m®  att«ck* 

^acetheit  attack 

WKrTTl''  ;rVHUi’'  eate^^tthe 

SP^h  position  ot  thee 

■$P^:  Lconttolamin,to^ 

■  B  S  v‘>''  ^  '  attack  technUj“e‘ 

tUmo,teU“tiVCAttA 


Wealth 


Durable 


Poverty 


Fragile 


Poison 


Absorb 


Special  Abilities 

a  Zthe  special  MitUs  oj  the  weapon. 
Cthese  Ate  icons  jot  the  sp 


Increases  the  gold 
dropped  by  enemies. 
Does  not  appear 
together  with 
"Poverty." 

Slows  decrease 

in  VHP. 

Does  not  appear 
together  with 

"Fragile." 

Decreases  the  gold 
dropped  by  enemies. 
Does  not  appear 
together  with 
"Wealth." 
Accelerates 

decrease  in  VHP. 
Does  not  appear 
together  with 
"Durable." 

•  Poisons  the  enemy. 


Restores  your  own 
health  by  a  portion 
of  the  damage 
inflicted,  on  the  enemy* 
Does  not  appear 
together  with  "Heal." 


Stop  l| 


Steal 


ABS  Up 


Paralyzes  the  enemy 
for  a  time. 


Increases  your  attack 

strength  but  you  receive 

damage  from  each  attack. 
Does  not  appear  togetner 
i  vith  "Critical." 

L  steals  items  carried 
I  by  enemies. 


►  Increases  the  Abs 

|  dropped  by  the  enemy. 


Upgrading  Weapons 


Spec+rumize 

iBpectrumlze  Ls  a  method  of 
converting  items  into  £ynth 
Spheres.  yAny  item  can  be 
\  spectrumixed,  including  weapons. 
(However,  be  aware  that  if  you 
spectrumize  a  level  4  or  lower 
.  weapon,  it  becomes  an  unstable 
Synth  Sphere  that  barely 
increases  the  abilities  of  a 
\  weapon  even  if  synthesized. 


*Zhere  are  several  ways  to  upgrade  weapons. 


Level  Up 

/  'ZSefeat  enemies  and  collect  the  ABB  to 
/  y  raise  the  level  of  your  weapon.  TO  hen  a 
weapon  $oes  up  a  level,  its  attack  $oes  up 
slightly  and  the  synthesis  points  are 


Lock-On  (©button) 

pUss  the  ®  button  to  lock  onto  a 

nearby  enemy-  °nct  hcM  °n’  **“ 
character  you  Ate  controlling  slows 
fawn  And  ts  automatically  pointed  so 
that  It  faces  the  enemy  It  is  locked 
onto.  Vhis  is  effective  when  attacking 
quick  enemies  and  when  you  want  to 
improve  the  accutacy  of  the  aim  of  left- 
hand  attacks  and  active  item  attacks. 


<Zo  change  the  tatfet  of  a  lock-on.  ptess  the 
®  button  white  locked  on.  <lo  telease  a  lock- 
on,  ptess  the  ®  button  while  moving  in  the 
direction  away  from  the  tocked-on  enemy. 


Pursuit  Attacks  (When  enemy  is  dawn) 

( forward  +  ©  button) 

if  sou  ptess  the  ©  button  while  approaching  a  downed 
enemy,  you  can  launch  a  pursuit  attack. 


Back  Flip  (While  locked  on) 
(backward  +  ©  button) 

Tou.uaa~.4r- — •i~*“~*rrz,'Z. 

pressing  the  ©  button  you  can  move  backward  white 


Active  Item  (®  button) 

Press  the  ®  button  to  use  the  currently 
selected  active  Item.  Recovery  items  will  be 
used  on  yourself,  while  attack  items  will  be 
thrown  forward. 


Combat  Modes  *  — 

j)n  combat,  various  attacks  and  actions  can 


Combo  Attacks  (©  button  refetteHy) 

■press  the  ©  button  multiple  times  to 
unleash  combo  attacks  with  the  right  p 
hand  weapon.  Combo  attacks  ate  ^ 

effective  against  floating  enemies  and  | 
quick  enemies.  -/\lso,  discover  new  j 

combo  attacks  by  moving  the  left  stick  M 
in  different  directions  while 
attacking. 


Charge  Attacks  («*»««»*  ®  If 

button  uni  rile  tit)  ^  *  3i& 

lfruk°Ud0H>n  the  9  button  and  then  V  ih3I 

uUom  It.  this  becomes  a  chatfe  attack.  /? 

rjZLTtZZZr- ZZZ.r~. 

l  Li  L  values  as  well  as  when  you  a> 

tlom-movlnf  enemies  mlth  klfh  tKP  values  as 

sumouMed.  a  number  of  enemies. 


Guard  (m  button) 

2-  *•“* " ***  *■  “ 
button.  You  cannot  attack  Me  fuardlnf. 


Pick  Up  (While  guarding)  (©  »»««*) 

«  vou  press  the  ©  button  Me  fuartUnf.  r»  P** 
an  LTy  «  ^  fc  *  f~J*  Hou.  H  ,ou 

P«ss  the  ©  <***  «•» tht0K  th‘  °h‘ct’ 


Synthesize 

Synthesize  Is  a  method  of  upgrading 
weapons  by  merging  Synth  Spheres  with 
the  weapon.  YOhen  an  Item  Is 
specttumlzed,  Its  effects  on  a  weapons 
abilities  appear  in  blue.  ^Yhe  number  of 
times  a  weapon  can  be  synthesized  are 
determined  by  the  amount  of 
l  synthesis  points.  YOeapons  whose 

synthesis  points  have  dropped  to  o 
can  no  longer  be  synthesized  with 
\  eres. 


Synth  Spht 


&uild  Yip  Is  a  method  of  upgrading 
So  weapons  by  rebuilding  the  current  weapon 
V  Into  a  new  weapon. 

r 

On  the  Dtem  menu,  select  a  weapon  and  pick 
[YSuild  Yip]  to  display  the  new  weapons  that 
can  be  built.  /Kove  the  cursor  to  a  new  weapon 
Indicated  by  [???]  and  the  remaining  abilities 
required  will  be  displayed  in  red.  Once  the 
abilities  of  the  weapon  are  sufficiently  achieved  by 
(level  Yip  and  Spectrumlze / Synthesize,  all  of 
the  abilities  will  be  displayed  In  white  and  the  /S uild 
Yip  will  be  successful. 

# ' vs--.’' ;.v.  miii 


DUALSH0CMP2  ANALOS  CONTROLLER  CONFIGURATIONS 


L2  button 


LI  button 


A  button 
O  button 
X  button 
0  button 


directional 


button* 


If*  analog  stick 
11-3  button  when  pushed  down) 

SELECT  button 

mode  svvrtoh 


rRB  button9^ analoss+lck 
OUttOn  when  pushed  down) 

START  button 


Ui  button 

Msm  button 

L3  button 

(press  left  analog  stick) 

START  button 
SELECT  button 
Left  analog  stick 
Right  analog  stick 
I  button 
I  button 
R3  button 
(press  right  analog  stick) 

Directional  button 
©  button 

■SI  button  «■  ®  button 
®  button 
©  button 
®  button 


KaX:  aim  Projectile  Weapon 
Monica:  charge  Projectile  Weapon 
Reset  camera  position 
Change  character  (Maximilian  /  Monica) 

Pause 

Switch  the  map  display  method 
Move  character 
Move  camera 
Guard 

Switch  between  first  person  view  and  third  person  view 

Change  character  Maximilian  /  Ridepod  or 
Monica  /  Monster  Transformation 


Select  active  item 
Attack  with  hand  weapon 
Attack  with  projectile  weapon 
Reset  camera  position/lock-on 
Main  menu  (see  P.  9) 

Use  active  item 


Imlention  sVstcnl_ 

Take  Pictures 

Set  the  —  - 

point  the  onA  Alsf  ^  Aim  aU  the  anMt 

s««n,  «*  the  te<t  on*  £  ‘  ^  {<j  fake  A  pututt.  You 

stick  to  zoom.  pte.  and  fU  <&unieons. 

CAn  u,*  the  cAmew  In  koth  - • 


-  the  ®  kut  ton  on  tU  *  j",  ^m,e 

tA  eH‘  .  5  t{^©  button  to 


Use  far  an  Invention 

£?,  ®  on  the  »>*««  kotaA  to  move  A 

V  i  la,  rfv*  tavern*  *«  *«**  \ 

cunkcuseA^Ueuft  Klth  A  Ufkt  kuU>. 


What  to  expect, 

tyke  fotlonlnj  things  Ate  foun 

Enemies 

:  Zkese 


ate  monstets  and 
otket  enemies  who  move 
Atound  the  dungeon. 


Invent  an  Item 

,,  select  [Ne»’3’"’ention] 

the/HainA‘"u-  S<Uct 
eeUct  ACcmk^tion  that 


Invented  Item 

from  tke  /HAlx,menA,  ftoceed  to° 

^^.toukeutflcu** 

.  .  r\J^l  to  cteate  the  Item 


Create  an 

Select  [/Hake] 
the  Dnventpn  sd 
display  the  mate 
mAtetials  tequii 


Springs 

?£  springs  testate  ifout  health,  gntet  the 
sptbxf  to  testate  ifoutselj  to  fall  heAlth. 


tone  (see  page  23) 

^Zhese  stones  Ate  needed  to  cteAte 
buddings  in  the  Z^eotama  part. 


;  photo^aphet  £evel  $oes 


(7)  Active  item 
(J)  Health 
Q)  Weapon  status 
(§)  Rage  counter 
®  Map  display 
®  Enemy  HP 
(2)  Lock-on  gauge 


Health 

^  j £  £«*«» 

ActiVe  item  acte,s 

<■».  ms.  i; 

«w» 

MS*  <9 

Mop  display  x 

^SfiUECT , 

OlOfly  Oittent(u  locked 

Enemy  HP 

"ll>l3''ls  ^  health 

Jnger  counter 

'*  ***  4',#«  <*>«.««  „/  ^see  Page  24) 


Combat  with 
Enemies 

(Zombat  with  enemies  is  performed  in  real-time. 
TApon  defeating  enemies,  you  may  get  (Zjilda,  items 
and  the  magic  power  (A\&S)  required  to  raise  the 
level  of  weapons. 


To  the  Next  Floor 

Vo  advance  to  the  next  floor,  you  must  get  the 
£?jate  Keif,  the  item  that  is  the  keif  to  the  exit. 
On  each  floor  there  will  always  he  an  enemif  who 
will  drop  a  Y/jate  Keif  when  defeated .  &)o  ahead 
and  advance  while  defeating  enemies. 


bUNGEONS 


Qungeons  screen 


Explore  the  Dungeon 

dungeons  hold  various  things  including  enemies 
and  treasure  chests.  /Hove  ahead  while  watching 
the  map  displaif. 


f 

Exploring  dungeons 

fin  the  dungeons,  ifou  can  advance  through  randomly 
generated  dungeons  while  f  ighting  enemies  and  picking  up 
items  and  the  like.  single  dungeon  consists  of  a 
number  of  floors.  Once  you  have  cleared  the  first  floor, 
you  can  then  advance  to  the  next  floor. 


Floor  Select  Screen 

YA.se  the  directional  buttons  to  select  the  floor  you 
want  to  explore  and  press  the  O  button  to  display  the 
name  of  the  floor,  the  current  number  of  medals  and 
conditions  for  obtaining  them,  floors  that  have  been  • 
cleared  once  can  be  freely  selected  any  number  of  times. 


